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RT.0, is a WWIl simulation on the Pacific. Re ve this theater 
of war by either taking the side of the Japanese or All ed 
forces, As Naval Commander you may control as many as 
1 & fleets, With direct: control over the #1 Fleet, formulate a 
winning strategy to fulfill your military objectives, 

Nine scenarios make up the entire Pacific Campaign with 
each one requiring specific goals for victory. Major battles at 
Read Harbor. Coral Sea, Midway, Solomon Islands, Marianas 
Islands, Phil ppine Sea and Okinawa are realistically simulat¬ 
ed Victory in one scenario will allow you to continue the 
game to the end. Ultimately, your goal is to either destroy all 
of the enemy's ships or occupy all 4b seaside bases. 

Air, land and sea operations are at your disposal Orders 
such as a landing invasion or the bombing of a base can be 
par" of your overall strategy. Rely or 1 history proven tech¬ 
niques or develop your own. Whatever your strategy, make 
sure victory is on your side of the Pacific! 
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S£LE(J Button STMT Sutton Button A 


CorWra) 


Sutton & 


Control Pad 

■ Scroll to select commands .arid sub-commands 

■ Mark positions for movement, attack targets and future reference 
1 Press left to answer Yes and right to answer Mo to YAi questions 

■ Press left Or right to access other info for data summaries 

Button A 

■ Input comma nds and selections 

■ Answer Y to Y/N questions 

Button B 

1 Cance commands and selections 

■ \ scape from maps and windows of information 
a Access case data while at port 

■ Access information on #1 Fleet while at sea 

■ Answer N to Y/’N questions 


i 


UR Buttons 

■ Access map of the Pacific 

1 Return to a mam command screen 

■ Scroll virough additional screens of information 
V Change speed of scroll ng messages 

SELECT Button 

■ Access the 0peons Menu from a main command screen 

START Button 

■ Skip to Set-Up from the opening 

Entering Names 

A chart will be displayed from which you can create a name for an 
officer qr saved game. Use the Control Pad to access each character. 
Button B will erase the last character inputted. After you've created 
your name, press Start to move the cursor to 'End' and than press A 
to finalise. A name may have a maximum of 1 2 characters 

inputting Numbers 

Press left and night of the Control Pad to select the dig \ and up and 
down to increase or decrease the amount Pressing left nputs the 
maximum value while press ng right inputs the minimum. 
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KEY TO QUICK FlAY 

STARTING 

1) trtsert the game pak 

2) Turn the Super Nintendo I nterteiriment System ON 

3) The P.T.G opening w i begin. l J rt?ss. Start to skip to game set-up 

4) Select New or Saved Game and press A 
5} Select a scenario 

6} Select 1 or 2 player game anc press A The 0-player game will run 
a demo 

7 ) Select command of Allied or Japanese forces 

8) Answer gene option qucsr ons {Message wa t time, view of baftie 
animation, view of fleet and base battles) 

9) Select difficulty evel t C rs the most difficult 

10) Confirm you are ready and beg n 

See FORT. SEA, and BATTLE COMMANDS for command explanations, 

0-Player Game 

The computer will play both sides. Before the game begins, you 
can adjust game options from the Options Menu. To stop a demo 
game, press the RESET button. 

Saving and Quitting 

Select 6. Save game from the Options Menu. Select a save location: 
ai! prev ois information at the location wi I be replaced with your 
cut rent game See Entering Names to create a name for a saved file 
After saving, decide whether to continue or end your game. 

Continuing a Saved Game 

Select 'Ptay saved same' at the beg nning of game set-up to play a 
previously saved game. Select a saved game to continue 


Distributing Budget Funds 
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Press left on the Control Pad or use Button A to increase the funds allo¬ 
cated Press right or the Control Pad or use Button B to deciease this 
amount Up and down will allow you to dis.tr -bula funds to different 
areas. When finished, press Star;. 


NOTE: Each investment area has an nvestment multiple (X up). 
?oi example, set one unit of budget funds towards fuel and the 
fuel supply (Budget) wilt increase by 10,000 


Setting Officer Abilities 
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A new screen will appear with an officer's graphic and randomly 
scrolling numbers. Press any button to distribute ability points to an 
officer 102 points w i be distributed between the four ability levels. 
Confirm each officer's ability by pressing A or left on the Control Pad 
The game will begin after din obi ities have been set for al officers. 











Supplying Your Fleets 



Change items loaded on ships at the location of a cursor, Move the 
cursor to different items with the Control Pad ang input an amount, 
Press A to view additional warships Press B to access two additional 
screens to change the number of soldiers on transports and to set Fleet 
fuel sufficiency. 

Monitor Messages 

Between command turns, tie map screen will appear with teletype 
messages scrolling at the bottom, Occasionally, requests for assistance 
will arrive from other lands Approve or reject these requests. 


OPTIONS MENU 



Press Select for options when ala main menu, 

1) Name change 

Charge an officer's name. Select an officer and then enter the new 
name from the character chart See Entering Names. 

2) Wait 

Set the message display time (1 -10). The higher the number, the 
longer the message display time 

3) HEX 

Turn the disp ay of fieri and base hex battles for fleets other than 
the *1 Fleet on/off. 


4) Battle animation 

Turn battle animation orVoff. 


5) Participation 

Switch from a ' to 2 plrtyc r gsme or from a 2 to ' player game. 

6) Save game 

Save your game. Decide to quit or continue the game after saving. 

You can switch sides from s l player game Select 
Participation and change - oa l player game. At the command 
turn dj the side you will quit, select Participation again and 
you wi I return to a I player game'with you in command of the 
other side. 

































SCENARIO VICTORY CONDITIONS 

Scenario 1 covers the entire Pacific Campaign between the Allies and 
Japan. War is yet to be declared. You sot the strategy for your forces 
and target the first area of attack 

Scenarios 2 through 9 simulate famous sea cattles. Playing any of 
these scenarios will quickly immerse you in battle. Victory differs 
according to ear h scenario. Fulfilling the original scenario victory condi¬ 
tions wiH allow you to continue the game under the victory conditions' 
for Scenario 1 

Conditions f qc victory are displayed when you select a scenario in the 
opening setup. You can also verify these conditions during the game 
through DAT A-Victory Goal Only one of the listed victory conditions 
must be met. 


Scenario \ Negotiations, Breakdown November 1.1941 

Victory Both Sides l:■ Occupy ail 45 seaside bases 

2 ) Sink all enemy ships 

Scenario 2 Attack on Pearl Harbor December 8.1941 

Victory Japan 1) S.nk at least 4 fleet 
Aircraft Carriers 

2) Sink at feast 3 Battleships 
and 4 Ci risers 

3) Occupy Hawaii 

Victory Allies: 1} Sins at least 4 Fleet 

Aircraft-Carriers 

2 ) Sink at least 3 Battleships 
and 4 Cruisers 


Scena ri o 3 Battle of the Cora I Sea May 7,1942 

Victory Both sides 1) Sink at least 2 Fleet 
Aircraft Carders 


Scenario 4 

Victory Japan: 


Victory A| ies: 


Scenario 5 

Victory Japan: 


Victory Allies: 


Scenario 6 

Victory Japan; 


Battle at Midway 

1) Sink at least 2 Fleet 
Aircraft Carriers 

2 } Sink at least i fleet 

Aircraft Carrier and 4 Cruisers 

3} Occupy Midway 

1) Sink at least 3 Fleet 
Aircraft Carriers 

2 ) Sink at least I Fleet Aircraft 
Carrier and 3 Battleships 

3) Sink at least 3 Battleships 
and 4 Cruisers 

Battle of the Solomon Islands 

1) Sink cit least 3 Fleet 
Aircraft Garners 

2 ) Sink at least 1 Fleet Aircraft 
Corner and G Cruisers 

3) Occupy Guadalcanal 

1) Sink at east 3 Fleet 
Aircraft Carriers 

2 ) Sink at least 1 Fleet or Light 
Aircraft Carrier and 6 Cruisers 

Battles in the South Pacific 

1) Sink at least 2 Fleet 
Aircraft Carriers 

2 ) Sink at least 1 Battleship 
and 4 C ruisers 

3) Occupy Guadalcanal 


June 9, 1942 


August^ 1942 


October 26,1942 





Victory Al ies: 


Scenario 7 

Victory Japan: 


Victory Allies: 


Scenario 8 

Victory Japan: 


Victory Alfies 


Scenario 9 

Victory Japan. 


Victory Allies 


1: Sink at least 2 Fleet 
Aircraft Carriers 

2 ) Sink at least 1 Fleet or Light 
Aircraft Carter and 2 Battleships 

Assault on the Marianas June 19,1944 

1) Sink at least 6 ships, including 
sitter a Fleet or Light Aircraft Carrier 

2 } Sink at least 3 Bettes nips 
and 6 Cruisers 

1) Sink, at least 6 ships, including 
either a Fleet or Light Aircraft Carrier 

2 ) Sink at least 3 Battleshios 
and S Cruisers 

3) Occupy at least two of these 
bases: Saipan, I nianor Guam 

Battle for the Philippines Oct. 23 r 1944 

1 1 Sink at least 8 ships, 
including either a Fleet or 
light Aircraft Carter 

1) Sink at least 4 ships, 
including either a F eetor 
Light Aircraft Carrier 

2) Sink at least S Battleships 
and % Cruisers 

Ok inavura Offensive April 7,1945 

I) Sink at least 4 f net 

Aircraft Carriers 

2'I Sink at east 6 Battleships 

]) Sink the Yamatc 
Dreadnought Battleship 


CONDITIONS FOR DEFEAT 

ONE PLAYER GAME 

The game will end when: 

If Your ff t Flee: *s destroyed 

2 Enemy occupies al 45 seaside bases resuit ng in the loss of your 
Home Port 

3: You are dismissed as Naval Commander This is bases; on your suc¬ 
cess rating after returning to the Horn? Port 

TWO PLAYER GAME 

Your game will end when the other player achieves victory conditions 
s ir$t or you meet tie conditions for defeat 

PLAYING THE GAME 

MAIN SCREEN OPERATIONS 

When st.rting the pane, rte foliowing screen will be displayed 



1 


2 


3 


4 


l: Commands 
2 } Date/Time, Weather 

3) Fleet Data. Base Data (Home Port) Conditions: Map 

4) Messages 




















i he following cons display port strength. 

Jet Fighters 


Rockets 


long-range Bombers 
Soldiers 


Freighters 


issuing Commands 
Fleet 

At sea. commands ran be issued a maximum of six times per day. 
While at port, commands can- be issued a maximum of once cer day 

Other Fleet 

At sra r commands cannot oe issued; the computer controls each fleet. 
While at port, only one command may be issued per day When order¬ 
ing a fleet to leave port, you select the mission and target destination 
[ex Attack enemy base at Truk). 

When the p I Fleet is at sea, press B to access me close-ap map of the 
fleet At pun, press Button: E to switch between fleet and base data. 
Commands rnay be issued from both displays. 



Wide Map 

At the main display, press A to change the screen to the wide map of 
the Pacific You cannot access commands from this screen A: this 
screen, use the left and right arrows of the Control Pad to view com 
trolled oases of both sides. View dose-up maps of fleets with Button B 

Intelligence 

intelligence reports from fleets and bases will reach you through tele¬ 
type messages when radio communication is in use Typical reports will 
be' discovery of enemy fleets, base attack reports and the arrival of 
fleets at port 

Special Event Notices 

Special event notices and requests are displayed between command 
turns and are explained below: 

■ Pleas f'om citizens for labor compensation or an increase in food 
rations 

Rejecting their requests will decrease their Friendliness towards you 
tOw Friend! h$SJ will result n yuerilU aitec ks. Accent nq their 
requests will raise support, but decrease the military strength of ihe 
base 

■ Technology and: weapon requests from All ed and Neutral lands 
Rejecting their requests w i lower Friendliness Accept nq requests 
wi I raise Friendliness and {bwer youf supply of the particular item 
When your *' Flee- is at the Home Port, you respond to the 
requests. When you’re out at sea, the government will respond. 

■ Historical events, such as declarations of war 

■ Reports of new weapon developments 

■ Reports on friendly or enemy special force operations 

EXAMPLE PLAY 

Scenario 1 (Negotiations Breakdown) 

This examp e play will walk you through general game tactics. 

NOTE: See Controller for game control nfo 



























SET-UP 

■ Sta -i New Game 

■ Select Scenario '. Negotiations Breakdown 

■ Select a 1-player game 
R Command Allied forces 

■ Input a message wait time oi S 

■ Answer M to viewing battle animation, fleet battles and base bat lies 
R Command Allied forces 

fl Select 0 level of difficulty 
S Confirm set-up 

R Distribute Budget Funds, Set Officer Abil tes, Monitor Messages 
See Controller and Key to Quick Play for speeffc directions. When 
distributing budget funds, setthe last six budget areas to iheir maxi¬ 
mum of 99- 

■ Alteriu the Military Conference 



l he land forces will request a meeting to decide on military targets. 
Select an officer to attend the conference. At the conference, select 
Don't make proposal and choose from one of the 3 Army plans. 
Read the detai s of the selected psan and Approve it. 


r ; An oh ter gains an experience oc;nt by attending a 
conference. 




■ Supply Your Fleets 

Select PORT-Supply to prepare fleets to leave :x>rt. Select a fleet to 
Supply. Change -hr load el each warship and input fleet fuel sufti 
dertcy. See Supplying Your Fleets unde- Key to Quick Play. Do this 
for all fleets at port. To execute resupply at fleet summary, press B. 

HOW. In Scenario 1, most warships are loaded to the maximum 
with planes Concentrate your supply activities to sold era and fuel. 


The wide map of die Pacific will appear and Uoetypp messages from 
other fleets will scroll across the bottom. Fleets w II appear at other 
ports. Supply all fleets as you did the'first time. 

■ Rest Until Fleets are Supplied 

At each fleet command turn, select R€5T*R«upply to wait until 
Supply preparations are finished. If a fleet is not resupplying (ex. M: 
Saratoga:, proceed with 'Depart From Port' After supply and refuel¬ 
ing have been completed, a fleet is ready to leave port. 

■ Depart From Fort 

Select PQRT’Depart and Other to send a fleet out to sea Deeds on 
the fleet's mission and then mark the general target area on the 
map. At mec.yse-.jp screen, pinpoint your destination. You'll return 
to the fleet summary. The fleet will be displayed n red to indicate 
that its mission was selected. Select a miss on for other fleets at the 
same port Press B at the r 'leet display to confirm dispatch of all 
fleets at that port 


MOTE: Base names will rx? displayed r ;ed ern blue to 
differentiate control when pinpointing targets on the map. Red 
indicates Japanese contrn wtitle blue indicates Allied control 





























After al f eats other than the Pi Pee: have left port, seii-Xt POftT- 
Etepart and Pi Fleet to dispatch the PI Fleet Select TAO-Move to 
sec its speed and direction. Adjust the number of times you issue 
commands at sea with the REST command. Speed and destination 
must r-n reset when the fleet reaches its target location. 

Keep track of intelligence reports during your movement. Send out 
scout planes to. warn you of enemy movements with INT-Scout it 
you're attached. defend to the best of your ability with a move arid 
attack strategy if close to an enemy fleet, launch a gun attack with 

TACT-Gun Attack. 

Continue setting new speed and destination targets for your' H 1 
Fiord Pay attention to the teletype messages on the bottom of the 
screen. If enemy fleets are discovered, keep track of the r set which 
made the discovery along with the coordinates of the sighting 
then launch an Air Attack against the enemy J ieet, targeting the 
sighting coordinates. 


1 1 P Di Tft your fleets to the 3 Key Battles set at the rnilitary 
conference. 


If your naval force fulfilthe 3 Key Eat" e conditions, return your # J 
Fleet to the dome Port Upon arrive . your fleet's degree of battle 
success will be dismayed Morale and citizen support wi I increase or 
decrease depending or your success. A law success level may cause 


r 


you to be dismissed arid end the gamp. Favorable conditions allow 
you to tent nue me game. 

Upon return to the Home Port, ships should be resupplied and 
damages should oe repaired. A conference should &e opened to 
select 3 new Key Battles. You may leave pod and continue this 
process for ?is long as you outwit the enemy and fulfil missions. 

GAME FLOW CHART 



StT-UP 

Aircabe aiidgft. te: Of-iff A-i; "vi 

r 


MILITARY CONFEHENCE 

S^Kt 3 &,■ L:.i‘.i!i' Ta‘C«i 


1 



5UFFLY FLEETS AT PORT 

■ ► 

rix riEETS AT PUTT 

rtanes, lotlefs. -uel 

-■ 

Repays Mjte Mbdilitaboris 


OEPfiRT PORI 

Sect! Mtsstw 

Ml f.-.-! S:hm-.I .1!d 7!-:-■,!i!■.:■ kin 
-—- 

_T_ 

NAVIGATE, Lr.UA£:E IN SATTLE 


lulerd of Altack Ite j e«:Hs l-tig-w 



2 . 


rLATlNu Ink UAlVit 


































BATTLE 

BATTLE SCREEN OPERATIONS 

The main screen will change to the battle screen after an outbreak of 
war; You can initiate war in the tactics of Sea Commands with Gun 
Attack Air Attack and Landing 


1 

3 

4 

1) Battle map 

2) turns remaininy 

3) Type of unit 

4) Command summary 

Weather conditions affect the accuracy of attacks Weather graphics at 
the main menu include: Clear, Cloudy, Rain and r og. In rain and fog, 
you can view on y adjacent hexes. The battle screen will change in 
color depending or. the weather 
'he battle semen appears in these situations: 

1) ft i fleet becomes embroiled in battle 
7) War erupts ar the Home Port 

3) Fleets battle at sea 

4) Battle between base planes ard a fleet 

j) Base oane squadron attacks a fieet at port 



Battle Flow 

Starting with the attacking side, each unit takes its war strategy turn. 
When ai ; units of a side have executed its commands, the turn for that 
side is over 


if Attar k unit if possible, the attacker always issues battle 
commands first. 


The maximum number of strategy turns is 12 when a fleet attacks a 
base The lumber of turns foi an a-r aback is determined by the dis¬ 
tance from its fleet to the target destination. Sea battles have Stums. 

if scenario victory conditions are fulfilled mid-war, the batik? will end 
With a landing invasion, the battle will continue until all strategy turns 
have been executed. 


NOTE; When a fleet other ihan the #1 fleet engages an enemy, 
you wi have no goritro ove r the fleet's battle tactics, Battles wi I 
begin shortly after starting the game n Scenarios Since 
viewing of baffles sometimes takes a long time, you may turn t-ms 
function off at the Options Menu when not invoked n battle. 


Battle Topography 

The defense protection of a particular terrain is rated as follows; 1 has 
the east defensive attributes and 6 has the most defensive attributes 
U: - >6 


Terrain 


Defense Comments 


Sea 



MA 


Only ships nay 
move upon the sea 


Air Strip 
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Resting site tor 
land-based planes 























Factories 

Forest 

fuel 

Tanks 

Harbor 

Plains 

River/ 

Shallows 

Swamp 

Town 

Village 

Woods 



Industrial strength 
for base 

Good attack portion 
for sddiers 

Storage o 1 base 
fuel supply 

F ace m nes. here ta 
damage enemy 

Airplanes cai see 
soldiers r.ere 

Dangerous posit-on 
for sold ers 

Moderate position 
for soldiers 

Morale lowers when 
town is attacked 

Hoi ds same end l ranee 
level m harbor, factories 
and town 

Gre£t battle position 
for soldiers 


Planes may by anywhere except for those spaces occupied by 
other units, 


Battle Units 

Japanese 3 rd A lied forces are differentiated by co or an d direction of 
graphic. Rod units am Japanese wbi e h'iue units arc Allies Japanese 
units far e right while Allied units face left. 

WARSHIPS 

There are seven warship desses as listed below Mew-type warships 
maybe created for each class when Steel, Artillery, Engine 3 rd 
Electronics abi ities arc all greater than SO 


Each worship has mi armor rating, f that rating falls to 0, the shin w II 
Sink 


Fleet Aircraft 
Carrier (CV) 

Light Aircraft 
Carrier (CVL' 

Dreadnought 
Battleship TDBB) 

Battleship (BE) 

Cruiser iC 

Destroyer (DD) 
Submarine ;'SUB) 



Comments 

Gun, An, 
Rkt, Lrd 

Gun r Air, 
Rkt, Lnd 

Gun, Rkt, 
Cnd 

Gun, Rkt, 
Lnd 

Gun, Tor, 
Dep, Lnd 

Gun, "or, 
Dep, 

Tor 
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Fleet and Light Aircraft Carriers: ~ ri.o warships can carry many 
Fighters and Bombers Set your formation to defend these carriers in 
case cf an attack 

Carriers have weak attack and defense capabilities. These ships can oe 
modified to carry Rockets and Jet Fighters. Wnen modified, Rockets will 
replace Bombers. 

Battleships: These warships have superior attack ard defense at lit ss. 
The r tong-range attack is a gm.it advantage; however, their heavy guns 
result in a slow speed and quick consumption of fuel. Through modifi¬ 
cation you car load Rockets. 

Cruisers and Destroyers: Attack and defense capabilities are average. 
Their arsenal nefudes torpedoes and depth charges Destroyers are usu¬ 
ally capable of moving 2 he* spaces during battle 

Submarines: These vessels can't be seen in the water unless you or the 
enemy possess sonar equipment, upon discovery, a graphic of the 
Submarine will appear on screen. Submarines fire torpedoes and can 
attar k all warships. Submarines can be attacked only by C ruisers, 
Destroyers and other Submarines 


NOTE: See r !X in the Port Commands for explanation of 
modification abilities. 


Warship Attack Methods 

GUN s the default method of attack (AT': Press Y to < noose between 
attack options 

GUN (Gun Attack) 

rire artillery snn Is from warship guns at both enemy fleets and haws. 
This mode of attac k is effective against ether ships and base facilities. 

Hit accuracy is determined bv ship speed, fleet Morale and weaihe- con¬ 
ditions, The effects of artillery gunf re wi i depend upon the antt-fleet 
and ant -air attack abilities of the enemy 


TIP Warshtps earn flee the battle area n the presence of enemy 
Submarines or air squadrons. 



TOR (Torpedo) 

C'uisers, Destroyers and Submarines have these within their aiserial. 
Torpedoes are effective weapons, but their short range requires you to 
be in an adjoining hex to utilize their destructive capabilities. Only a 
Submarine may use torpedoes to attack another Submarine 

DEP (Depth Charges) 

Only Cruisers and Destroyers may execute tins type of attack. An explo¬ 
sive .5 cropped into the sea in an attempt to attack a Submarine Since 
the Submarine will be submerged, you can release a depth, charge not 
only to an adjoining hex, but a so to a location directly beneath one of 
your ships. 

RKT (Rocket) Requires Aviation > 30 & Electronics >SO 
When abi ities rise high enough, you may request Rocket production at 
a conference. I hose ships equipped with Rockets can attack distant 
bases. Ships must be modified to load Rockets 

LND (Soldier Invasion) 

Select warships whose soldiers were prepared for a landing invasion. A 
snip must be adjacent to land in order to dispatch ils soldiers. During 
battle, you control the movements of the landing troops. 

Night Battles 

Your movement and attack ranges are limited to adjacent hexes. Yet if 
yoji technology and skill allow you to nave Gunnery Radar, those ships 
equipped can execute attacks just as if it were daytime. 


WARPLANES 

Fighters and Bombers are used -n battle primarily when launched from 
Aircraft Garners. If Aviation abi-ity rises sign ficaitly. Jet Fighters and 
Long-range Bombers may be developed. Planes cannot be deployed a. 
night, 

Japan Allies Comments 


Fighters 


Bombers 

















f ighters & 
E-ambers 

Long-range 

Bombers 

Jet Fighters 




Gun. EJmb. Tor 

Gun. Bmo. Tor 


Gun 


Fighters 

These planes car protect 0 fleet 0 s an escort, defend against enemy 
Bombers or attack enemy Fighters. Mach ne gunfire is 3 Fighter's 
weapon Destruction of other planes, base facilities and enemy so diets 
is its specialty With respect to waish ps. Fighters are effective at 
destroying anti-aircraft artillery. 

Bombers 

These planes have the ability to carry either bombs or torpedoes. 

Before preparations are made for an air attack, you must choose which 
one to loan. Bombs are useful against 3 base. Torpedoes can be used 
only against warships. 

Fighters & Bombers 

When you load both Fighters and Bombers onto-the same Aircraft 
Can er, you I be able to deploy them together A graphic wifi show 
both planes or screen the top number represents Fighters and the 
bottom Bombers, When sending out an escort for your fleet, the 
Fighters will leave and ihn Bombers wi I remain aboard. 

Long-range Bombers Ftequ res Aviation Skill > 80 
Long-range Bomber production can be requested at military confer¬ 
ences Distant bases can be bombed with these planes. Since those 
planes generally fly at h gh altitudes, they are not vrry useful in attacks 
against enemy lighters or Bombers Long-range Bombers .ire land- 
oased planes which cannot be loaded upon ships nor controlled by 
the Player. 

Jet Fighters Requires Avation Sk I > 80 
Jet. Fights' production cat be requested at military conferences. A Jet 
Fighter can attack Long-range Bombers with machine gunfire An 
Aircraft Carrier must be modified lo transport Jet Fighters. 


WARPLANE ATTACK METHODS 

GUN s the default method of attack (ATT) Press Y to choose between 
attack options. 

Machine Guns (GUN) 

.All Fighters and Bombers have machine duns. A GUN attack ineffective 
against other planes and soldiers. The hit accuracy is determined by the 
Aviation skill level, fleet Morale and weather conditions. Attack force 
increases with the number of planes, 

Bombs (BMES) 

Bombs ran or oaded onto all Bombers, they arc effective at destroying 
base facilities and cart also tie used against warships. 

Torpedoes TOR) 

Torpedoes can be loaded onto all Bombers. They are an effective 
weapon only against warships 

BASE ARMAMENTS 

Armory 

Battery n$iai ation which protects a base from enemy attack. Arm ones 
appear in relation to die oast: arms level 10 is the maximum arms level 
for each armory For example: if the arms level for a bass is 1C. there is 
; armory of guns f the arms ieveJ is 30, there are 3 armores 

At the outbreak of war. armories wall appear on scree- 1 If your forces 
have developed Gunnery Radar and your base nos at least 5 armories, 
your firing ran go will be the same during day or night 

Mines 

Explosive sea device which may he strategically placed around your 
base to damage approaching enemy fleets. The locations may be 
changed at any command turn To get a display of all mines, select 
PORT-Shaw Mines I here is a 50% chant r thatmine wi explode and 
cause damage when hit, 


Armory Mine 











Soldiers 

Soldiers dpier for the invasion or ■defense of a base. Soldier attack 
strength is relatively weak, yet fieri 1 , have difficulty hittin-g them A 
base occupation requires soldiers lo enter e tnar the town or a village. 


Japanese Soldier Allied Soldier 



Transport Ships 

Troop Transports and Freighters .isec ; or the transfer of 3c diers, Oil 
and Materials between bases. Dining battles at sea, both ships appear 
on screen. During base battles, only Troop Transports wil be displayed. 
1 ramsports nave no attacking ability and can easily be sunk. 


Allied Freighter Allied Transport 



Conditions for Occupation of Base 

A base wifi be occupied and fait into new hands when the base's fuel 
supply, soldier strength and endurance level reach 0, and when your 
ending troops have pushed their way into either a village or town, 

A few attacks are usually needed for a complete occupation Although 
base endurance may ’all 10 0, soldie'sare often held In receive. Reserve 
soldiers wi I try to bui d up endurance before the neat day. 

When a base falls under new control, the base planes and soldiers will 
be reduced to 0 Any remaining fuel, materials or transport ships wd 
transfer to the victor as war spoils. 







PORT COMMAHDS 

Most commands car be issued only once per day 
■ indicates that a command maybe issued an unlimited number of 
times. Use of this type of command will not use up a turn. 

PORI 

SuppEy 

Fqu p fleets with fuel, sold 9 f sand p : anes Select a warship to supply, 
and load it with planes and soldiers. Next will be the boarding of sol 
diers onto Troop Transport ships, F nally, fuel up the ship. Depending 
on a port's supply of oil you may not be able to fill a ship to 1 GC% 
capacity The supplying period is determined by the amount being sup¬ 
pled. Press Button B si hie fleet d splay to execute tie supply. 


i ip a high fuel sufficiency is essential for traveling long distances 
over the ocean. T ry to set this value to its maximum. 


Fighters arid Bombers can be supplied to Aircraft Carriers, Scouts can 
be supplied to Battleships, Cruisers and Aircraft Carriers Soldiers can 
be put on al ships except for Destroyers and Submarines; 

Shore Leave 

Give Shore Leave to your crew to decrease Fatigue. Set the rest period 
from 3 to 30 days. Supply and repair commands cannot be issued dur- 
ng Shore Leave. Any fleet inflicted with an epidemic should be brought 
to port fc j Shore Leave immediately. 

Deport 

Exit a fleet mom port 

#1 Fleet Once the if l F^eet leaves port, you can issue Sea 
Com mards every A hou rs. 

Other When the #2-^16 : eets leave port, you sc ec the mission 
for each one You cannot issue commands fo these fleets 
until they reach a pore however, you can change a fleet's 
mission during the Jtl Flue l command turn. See command 

OKD Fleet-Duty 













Red Alert 

Emergency call to so diers on leave. Shore Leave is canceled and ■so'"* 
die?r$ are put on a’ert Soldier Fatigue will nse above the level before 
they look Shore Leave 

Lay Mines 

Position mines in toe water near your base. Only one nine may be 
placed at a trnne 2 containers of material are needed for each mine. A 
mine has a 50% chance of exploding when hit. 

Remove Mines 

Remove a previously pkiced mine, Only one mine may be removed at a 
time. 

* Show Mines 

C heck the position of ail mines The base will appear with all placed 
mines displayed 

REST 

Pass your turn, you may .tso cancel rest orders for any fleets at sort 
One Day Lei one day pass without doing any:ring 
Resupp ly Let t me pass uhti i you r ships are suppi ied. 

Repair ret time pass until emergency repairs are completed 
Set Days Set number of days (1 -30) that your fleet will rest. 

End Cancel any re?t orders for a fleet. 

FIX 

Urgent Repair 

VI,fike emergency repairs to a warship Materials are taken 'ram the 
repairing base. At the Home Port, materials are taken from the Nat unal 
Resource supply. Selet: the warship to be prepared and a warship 
capability to be fixed. A repaired capabil ;y will be raised by 5 

Not all bases are capable of executing repair?. Iq iuarn whether a base 
is capable'of repairs, seier. GRD-Gase. 

Base ability to make repairs 






MOTE: A warship has four abi if es; anti-fleet, anti-air, arfttd’r rating 
and speed. Urgent Repair may fix one of these abilities wh le Total 
Repair will fix a I of them 


Total Repair (on y at home Port . 1 

Execute a comp ete restoration to a ship in reserve :5ee OPD-Arrsnge- 
Discharge). 

Materials needed for Total Repair are take' 1 from the National Resource 
supply One container of materials is needed for each ability that you 
raise one tyuc Total Repa r on a warship can take several months to 
complete. Reassign a ship to a fleet at the beginning of the month after 
all repa rs have been made fo verify ships being repg red, select Data- 
Ships-Under Repair. 

Total Repair must be done to a ship to load it with Search or Gunnery 
Radar 

Modify Warship (only at Home Port)) 

Modify your warship to a different ship class. Only ships in reserve can 
be mod ad (see GRD-Arrange-Discharge:. 

Modifications possible: 

Fleet Aircraft Carder (CVl -> Battleship (EE) 

Light Aire raft Carrier (CVL) -> C ruiser ,(C) 

Dreadnought Battleship (D&B) —--> Fleet .Aircraft Carrier {CY) 

Battleship ( E E) -> Fleet Aircraft Carrier (C V) 

Cruiser (C) -Light Aircraft Carrier (CVl) 

Modifications can lake her 3-12 months. You determine modification 
rime in one month intervals. Materials, Fuel and Industry power ore 
expended “he quicker modifications are made, the greater amount of 
Industry power expended 

Guild Warsh i p (only at Home fort) Requires Warship Ability > 95 
Construct a new warship Id re:: arc any ships sunk. You can name the 
new snip. Warsh ps can --e brill only when ship 1 : have been sunk. 






















Select the type of ship wh ch you will construct. Construction can be 
set f rom £-24 months Materials, Fuel and industry power are expend¬ 
ed. The earlier the finishing date, the greater amount of Industry power 
expended. 

Modify Fighter (only at Home Port) 

Modify your Aircraft Carrier to carry newly developed Jot Fighters. For 
each plane which is to be loaded, 1 container ct materials is nequ ied 
The changes can usually be completed in one month, but this depends 
on the number of Jet Fighters and the base Industry power. 

Modify Rocket {only at Home Port) 

Modify Aircraft Carriers, Battlesh ps, Cruiser and new-type Submarines 
to accommodate the load rig of Rockets ard their laumhers. 
Modification for each Rocket requires i container of materials. 
Modifications can usually be done m a month, but this depends on the 
number of Rockets and your land's industry level. 

ORD {Orders} 

* Fleet 

View the condition of a fleet, verify scout reports and initiate new com¬ 
mand directives. Select a speak fleet for each order 
Place View fleet locations on the wide map. 

Kept Verify jighti r y rapor ts on enemy forces. WRh the 62 -# 16 

fleets, only the reports may oe viewed, You can act ess 
additional information with the # 1 Fleet 

Map Display the location on the wide map 

Verify Choose sighting report locations to be 

displayed. Reports highlighted in red wi I be 
displayed. 

Mark Mark a sighting location for future 
reference 

Ships Display data for each warship 
Trans Display data on transport ships. 




Duty Set or change the missions of (he #Z -61 6 fleets whi le 
they're at sea. 

Missions; Attack enemy base; Attack enemy I lent; info 
search and Port call. Fleeis assigned to an Info Search or 
Port Call mission will not make attacks against enemy fleets. 

Mark Mark a local on for future re : erence. 


HP Under me R&S section of the- base summary, only one icon 
can he displayed The repair icon will always be Shown with 
priority we? the supply icon Select a base to verify whether ;r.r 
case can sac-ply as well as repair Both cons will be displayed on 
the base data chart if it has the capa|j ity 


Base 

Analyze the condition of the base, verify base sighting reports and view 
supplying activities. 

* Place View $ base location on the map. 

* Re pt Verify base sigI' ting reports of ena n y forces. Wi i h the#2- 

#16 fleets, on y reports may be viewed, You can access 
additional information with the#! fleet, the sub¬ 
commands are the same as those for ORD-Ffeet-Rept. 

Supply Supply a base with tee. mater als, planes and so diets. Once 
supply rg beg ns, the base cannot be suppl ed again until all 
previous supply o clers. have been finished. This rest period 
depends on the distance from t-ie Ilome Pom to the base 
being supplied. I be rnajamurrs amount of fuel materials 
and rockets which can be supplied depends on the number 
of transports assigned to the base. Plane and sold er 
supplies may not reach their destination when traveling in 
close-range of enemy lands 

'Mark Mark a position on the wide map for future reference 


TIP. Supplying outlying ports is essentia! to -Tieei the needs oi 
warships in the Pacific See ORD Base-Supply 
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Arrange 

Organize /our fleet mio formation. Select the lleei you will change and 
then the warships which you wil rearrange. 


Formation at Port C hangr- the formations.of fleets at port. All 
five choicer will appear when at the Home Port, but at all other 
ports only loin am; Spit will appear 

Join Link two fleets together into one larger fleet 
Split Remove warships from a f set to create a new 


fleet. 

Hew (reate a new fieet from warships in reserve. 

Discharge Remove warsh ps from 5 -feet and put therm in 
reserve. Ships must bn discharged for Total 
Repaira r: Modify Warship 

Transport Change the distribution of transport snips 
between two fleets. 

Format!Dr at Sea C ivgnge the formation of reets at see. 

Join Link two fleets together into one larger fleet 

Split Remove warships from a fleet to create & new 
fleet. 

Scuttle Sink a heavily damaged sh-p slowing your fleat. 


INFO 

Rad io Bam 

Turn on/off radio communications between your fleets and bases n 
order to elude enemy detection. During a -a die ban, you cannot 
receive enemy scout reports and cannot issue orders to your #2-tf*6 
fleets. 1 he #1 Fleet may communicate only with fleets at its same base 
if the Fleet is attacked during a radio ban, war will proceed auto¬ 
matically with you having' no control over commands, 

Enemy Info 

Gather information on enemy targets. High Intelligence auilhy wi I 
increase the amount of information you receive. 





Special Forces 

Call for a speoai forces report, Special forces can bp sent into enemy 
lands under thr-CONF corm land Reports on enemy base data and 
sabotage activities will be communicated. H gh intelligence ab lily will 
increase the amount of information you receive. 

Planes Destroy enemy a irstrip and airplanes 
Artillery Destroy armories and lower base arms!rvd 
Fuel Set fuel supplies on fire 

People Disseminate propaganda to the citizens, lowering tneir 
Friendliness towards the case,. Propaganda n the enemy 
Homeland wHI decrease Morale in that land and its Allies" 
Friend mess 

* Results 

1st the warships of both military fortes, whether sr II in use oi sunk. 
After returning 10 the Home Port., the list rg of sunk ships wi 1 be ■'e-set 
to 0 . 

* Report 

Select the fleets from which you want to hear reports of enemy subma 
•■ne sightings Reports will be issuer: by the fleets highlighted in red in 
the fleet summary 

* Shovj Fleet 

Select fleets to view their pos '.ions on [be wide map. Those fleets high¬ 
lighted in red r the fleet summary writ be shown 

* DATA 

See VIEWING THE DATA lor a c offluiete understanding ol the informa¬ 
tion displayed. 

Nation 

Nation resource data 

Officers 

Officer data. 
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Allies 

Data for 13 rations, ndud ng Friendliness towards Japan and the Allies. 

Ships 

U nder Repair p splays warships at the Ftome Port undergoing 
Total Repairs. The ship's name, graphic and the 
repair time will be shown. 

Being Built Disp ays those ships toeing built nr undergoing 
mooifications. 

In Reserve Displays warships not assigned to any fleets. 

Base 

Data summary of bases ‘or both sdes Japanese, Allied and Neutral 
bases wi i be differentiated by color Japanese bases are displayed in 
red. Allied bases in bun and Neutral bases in white, select a base and 
view the base's location on the wide map. 


■ 1 1: ‘^css io : t and r ight on ’he Control Pad to access a I 
informer on in the DATA summaries for Allies anc Base 


Key Battle 

View the missiGA orders decided at the military conference. Fu-Ml the 
Key Battle conditions. If you occupy a base attack target, you must 
dc-fer d it If you lose a base which was a defend target, you must 
attack and reoccupy that base 

Victory Goal 

Victory conditions for you i scenario. 

COMF {Conference) Only when U1 Fleet is ai the Home Port. 

Hold a conference to formulate a military strategy with land forces. 

The abilit ies of bin naval officer sent to the conference will determine 
whether your proposal is accepted. Your proposal can be rejected 

Set Goals 

Change or create 3 Key Battle targets to outline military strategy. Poor 
performance may prevent you from: making a c-an. In these times, you 
must accept a land force proposal 


Produce Arms 

Use budget funds to produce armaments and transport ships. Ore 
armament can bo produced with each a located fund. Jet Fighters, 
i ony-range Bomber::, and Rockets can- be produced when you reach 
the aquiree: skill levels 

Internal 

Industry Use budget funds to increase industry power 

Industry w I increase by 1 for each allocated fund 

Propaga n da Use budget f jnos to spread positive news about t 1 re 
military. The rise in Morale will ncrcase the n umber 
of people entering toe rn litary aid increase budget 
funds 

Diplomacy 

Send delegates tu Allied or Neutral lands for tactical discussions. 

Request Technology 

Request technical assistance from an A. lied nation i l successful, the 
particular skill level wilf ncrease. 

Request Arnament 

Request armaments from an Allied nation. Your abilities increase 
according to the armament you receive You have no choice as to 
which armament you will receive, 

Propose Alliance 

Conclude an alliance with a Vulra nation. Success will increase 
your Intelligence ability. You re likely to fail when Friendliness is lew, 

Invite Envoy 

Offer technology or arms to Allied or Neutral ratoons to inc rease 
their Friendliness. Your offer may be refused when Friendliness is 
lew. 


TIP: Allies are m portent Propose alliances with Neutral lands. 
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Base Policy 

issue orders to citizens at bases other than the Homeland When a fleer, 
is at port, orders will be easily followed. Friendliness tat ~qv support) 
changes according to the orders issued 

Soldiers 

Recrji: soldiers from the popu nr on The number that may be 
recruited depends or papulation size and Friendliness. 

Fuel 

Seire fuel from the oase Decreases Fnend iness. 

Materials 

Sei*e materials from the base. Decreases Friendliness. 

Food Rations 

increase the food rations to the people hood supply will decrease, 
but Frendlmesswii increase. 

Compensation 

Improve ot<zen treatment, nefud ng the payment of compensation 
for work instead oHo'ced labor. Ease endurance and amiamer. 
levels will decrease and Friendliness will Increase 

Raise Skill 

Distribute budget funds to raise certain skill levels. Each skill will add to 
national strengrn 

Special Fortes 

Send special units to foreign in.nds tor intelligence missions. Using the 
INFO command, you car, check on the activities of these forces. 

MIL (Mi itary Rule) 

Same as Base Policy commands -under CGNF Assert control over occu¬ 
pied lands. : "ese policies cannot be executed at the Home rj orl, in the 
Homeland or at uninhabitoo bases See PTO VOCABULARY for ema¬ 
nation of Home Port arid Homeland 



t 



SEA COMMANDS 

rhese am commands for the# 1 Fleet after departing from port There 
•ire six command turns per day: Midnight; 4 a.m.; 8 a.m.: Noon, 4 p.m 
and 8 p.m. 

* ndicates that a command may be :ssuad an untimrted number of 
times. Use of this type of command will net use up a mm. 

TACT Dacha) 

Move 

Navigate your fleets to sc-et ified destinations. 

'Stationary Fleet : Order the fleet to move and set the speed for a fleet. 
Faster speeds wi I consume fuel at a faster rate. 1 hen, choose your dear 
:motion from the dose-up map. A land mass cannot oe between your 
present location and your destination 
Moving Flee: . Halt movement of the Meet or make changes mid- 
coutse A lew course, speed and target destination can be selected 
Attacks are possible during movement. At the end of a battle, your 
fleet wili be stationary. 

Air Attack 

Launch F ghiers cind Bombers from carriers to attack the enemy. 
Preparation time is needed to ready the planes. Bombs or torpedoes 
can be loaded onto Bombers Bombs are effective against oases while 
torpedoes are effective for attacks against enemy warships. After 
preparations haw been completed, the attack target must be selected 

Preparation nr-ie depends on the number of planes involved Loading 
of torpedoes will increase the time required. F eef Morale. Fatigue. 
Aviation and Warship levels will also affect the time. Your fleet can 
continue to move wfwte preparations aie being made A r strikes can¬ 
not be executed at n rjht 

Gun Attack 

Use warn pi artillery to attack an enemy target with n range of the 
close-up map Gun attacks need no preparation. Fighting escorts 
launched prio' to gun attacks can assist ri your attack. 
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Ur ding 

Follow up an artillery aitac k wrth n landing invasion Select those ships 
who® soldiers wi I be prepared for ho invasion On y warships specili- 
cally picked are capable of carrying out this mission Preparation time 
will be affected by fleet Morale, Fatigue and Warship levels 

Rocket Attack 

Rockets can be launched at distant enemy bases. Hit accuracy is depen¬ 
dent or Warsh p skill level. 

REST 

Pass a command turn. The time required to rear h your selected desti¬ 
nation w II bo displayed Rest towers crew Fatigue. 

4 Hours fJ ass one command turn 

Arrival Pass as much ome needed in order to reach your 
destination. 

Tomorrow Pas; your turns ufitii S a .m. the next morn mg 
Cancel Cancel a rest command for any fleet at base 

I NT 

Scout 

Snnd out scout planes to seaici for enemy planes For each warship 
loaded with Scouts, decide in which of the 9 directions you roll sane 
you! planes. Sighting skill depends on Aviation skill and Intelligence 
Rod weather, night ft me or an enemy ban on radio communication will 
hinder chances of detecting the enemy. 

Escort 

Protect your fleet by sending out Fighter plane escorts. The escorts car- 
only be sent out during the day and will return by nightfall This s 
important widen moving near bases occupied by enemy forces. 

* Report 

Get information on discovered enemy fleets A summary of scouting 
reports will be displayed Select reports from the close-up map. To view 
this data on the map, you may also see QRD-Fleet-Rept 


Map View oration of your fleets on close-up map. 

Confm Location of selected sighting wiij flash for confirmation. 

Mark Mark a sighting location for future reference 

ORD„ INFO, DATA 

These commands are the same as those I sitto under Fort Commands. 

Ml SC (Miscellaneous} 

Set dp 

Set jp the formation for your fleet to assume at the outbreak of a battle. 


Ann-Air Attack For Chase 



For Bombardment For Torpedo 



Training 

Tram your crew for beet and plane maneuvers to increase their hit accu¬ 
racy. Training lakes two days; the fleet remains, stationary during this 
time: Training will expend fuel and increase the Fatigue of the crew A 
low fuel level and high Fatigue wiH prevent tra ning. 

Banquet 

provide the crew with a gourmet feast m 5 will increase Morale and 
decrease Fatigue. Each time a f eet s supplied, banquets ate set at the r 
maximum' of 10. Each banquet will rest the fleet tor one day. 

Port 

Make a port call at a nearby friendly port if your *1 Fleet returns to your 
Home Port, your battle success as Naval Commander 5 tallied. 



CflMWM!lAirV\ W3C 













BATTLE COMMANDS 

Direct baitfe orders for your #1 Fleet. Except on Vo j cannot control 
battle operations when you're attacked at port or when you have a 
ban on rad no communication 

- indicates ihat a command may be issued an unlimited number of 
times. Ust! of this type of command will not use up a turn 


HP: Press LflR buttons to hide the battle commands. Press l/R 
again and you may scroll through the entire battle area. 


MOVE 

Maneuver your fleet. Most warships can on y move \ hex. However, 
Destroyers with a maximum speed above 30 knots and others with a 
maximum speed above 35 knots can move 2 hexes You can v ew a 
warship's speed through the Battle Com mane INF At night, all ships 
can move only 1 hex; even those which can usually move 2 spaces 

Highlighted areas display you range of movement. An attack may be 
executed after moving. See ATT (Attack:' below. 

ATT (Attack} 

: xecute an attack without moving first The normal attack method for 
warships is gar attack. For Cruisers and Destroyers, torpedoes and 
depth charges may rx? discharged by pressing the Y button and then 
selecting the attack method After selecting your attack mode, your fir¬ 
ing range wifi be highlighted. Depth charges can be releasee beneath 
your sh ip as well as r other h ghfighted areas. 

* IMF (Information) 

Display data on warsh ps, planes aod soldiers. view which, warships 
and transports have the ability to part cipate in a land ng invasion 

LMD (Land ng invasion) 

Only warships prepared in advance may execute the landing invasion 
(sec TACl-Landing. Warships must be adjacent to the base before the 
soldiers can be dispatc hed Areas capable of being landed upon will be 


i 



displayed. You cart verify a warship's ability to land its troops through 
the inf command. Troops may be loaded back onto a ship from a base 
with the FLE command 

After a landing invasion $ successful, the occupied haw? becomes the 
post for the anding troops A : te=' nvading a base, it's possible to find 
out the enemy soldier strength there, At the main menu, select GRD- 
Base for this information. 

EXT (Extinguish) 

Attempt to extinguish a fife caused by ar enemy attack For each turn 
which you are unable to put out the fire, the armor rating & your ship 
will decrease by 1. It another fire breaks out with one still blazing, the 
armor rating wi I decrease substantially. The ability to extinguish fires 
depends on"the Warship sk II of the Fleet Commander ard the Ship skill 
of the crew. 

SMR (Sonar) 

Locate enemy Submarines with the use of sonar. All warships, with the 
exception of transport ships, have the ah lity to be,equipped with 
sonar Your success at discovering enemy Submarines depends upon 
your Electronics ski! Upon discovery, the submarine's graphic will 
appear. 

FLE (Flee) 

Command a 'warship to flee from battle. A warship must reach the 
edge of the battle area to flee Warships cannot r eer the presence of 
enemy planes. Submarines o-' when an enemy ship is in an adjoining 
battle space. A damaged ship will have difficulty trying to escape. 
Warships which fled wil rejoin the fleet after the battle has finished. 

DEL (Delegates) 

Delegate battle command to the computer. You select'Much attack 
method die computer should use against the enemy Once this com¬ 
mand is executed, you wil haw no control until the battle has ended or 
your attack method is destroyed if your attack method is destroyed, a 
new method must bo selected. 
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VIEWING THE DATA 

OFFICER DATA 

Officers command your fleets and represent the navy at military confer¬ 
ences Each officer has 102 ability points distributed between four 
major abilities: Sea; Air; War and Bravery The maximum 10 /el of an 
iibi ity is View officer :5 : '3f.j ri rough DATA-Officers. 

Maine Officer's name. For Scenarios 1 and 2 P 1 here are 20 officers 
for each side. Forothe? scenarios, the number of officers 
will vary. 

Sea Ab lity to command a warship. A high, level will increase hit 
accuracy for gun attacks and improve fire eti nguishing 
efforts. 

Air Ab lity to command Aviation operations. A high level will 
ncrease hit accuracy for a r attacks. 

War Overall battle abi ity Officers with high war ability wi be 
most sircoessful m making proposals at military 
conferences. 

Brv (Bravery) 

Courage under bait e conditions. A high level w il make it 
unlikely that an officer wiB flee from the battle area 

Exp {Experience) 

Military experience. This level writ raise one point each time 
an officer is sent to a conference, given command of a 
fleet, or participates in a battle. A high level will increase 
the overal abilities of an officer. 

Duty The fleet which an officer commands. 

NATION DATA 

Data on the military strength of a nation. Use DATA-Natkm to view this 
information 

Mur (Morale) 

Cit zen attitude towards the war. High Morale will increase budget 

\ 


funds, number of soldiers available each month, as well as decrease 
trie amount of time needed for repairs 

Morale -s affected by the eatte success rating received by the #1 Fleet 
when it returns to tnc Home Port Propaganda can a sc raise thus level, 

If a I iompand base is attacked, the citizen Morale of the attacked side- 
will decrease. 

Ind (Industry) 

The industrial strength of a nation As industry increases, monthly bud¬ 
get funds will increase and the 1 lime required for repairs will decrease 
More money can be allocated towards industry at military conferences. 

industrial strength decreases when warships are enter bu If or modi¬ 
fied. This level w I a ! 50 cecrease when factories or port fae lilies on 
your Homeland are attacked 

Abilities 

Your skills to build and repair warships or develop new armaments. 
\biky levels can increase by: requesting technology from another land; 
levefop rig new technology and allocating budget funds toward the 
iifferent skills. 

Ini (Intelligence.:: Ability to spy and gather information on the 
enemy The success of sabotage missions is based upon this ability, 
high fnte ligence will ncrease your detection of enemy forces 
Art (Artillery): Abi ity to produce both small arms and arge arti leiy 
r hi$ skill will affect the artillery attack strength of newly bull or 
repaired warships. 

Stel (Steel): Ability to produce steel for warship armor A high level 
will result in strong armor protection for newly built and repaired 
ships. 

Eng (Engine): Ability to create the machinery to propel your war¬ 
ships and Rockets A high level wi I ncrease maximum speed for 
newly built and repaired warships rind improve the performance of 
tc-pedoes. 

Air (Aviation): Ability to produce warplanes A nigh level will enable 
-ne development of Long-range Bombers and let Fighters. 


















Elct (E lectronics) Ab lity to. r,e electr m ics for n li ta ry pu iposes. 
Rada'' and sonar capabilit es improve as this level increases A high 
leve-i will en.ab;e Scare h a Ad Gunnery Radar to be developed 

Military Resources 

These resources are a military strength which has not yet been tomrnih 
ted to warships or bases 1 nesr items can always bo supplied to fleets 
at the port of any base and are stockpiled at the Home Port 

Fuel 

Amount of fuel available to the military, 'fuel' takes on the broad 
meaning of energy tor war fooo for Snid ers, gunpowder for weapons 
and oil products to fuel warships and p anes. 

[he military fuel supply is used when warships are fueled at the Home 
Pod. when supplies are transported to outlying bases and when sup¬ 
plying newly by it sh p$. Occupying a base with Oi extracting 
operations will increase you* fuel supply each month. 

Materials 

Materials available to the rhiNiary, including iron ore iron ore is used to 
build and repair warships if you occupy a base which m nes foe iron 
ore, you' material supply wilt increase each month. 

Soldiers 

Soldiers tor the invasion and defense of a base. Soldiers at base w§ act 
as base defenders, and those on warships w II act as landing invasion 
troops. High Morale wil increase V'e. number of soldiers available for 
duty each month 

Budget 

Amount of funds available to the military budget each month. These 
funds can be invested in the production o' armaments or the develop¬ 
ment oi skills Budget funds wil increase each month as a result of 
oil her an in crease in Industry, Morale or r .ne occupation cr a base with 
a high industna level, 
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BASE DATA 

ew this information through ORD-Base Scroll through the informa- 
on with left and right on ti e Control Pad and access additional bases 
With UR But tors. 

Base: Name of military base 

Post: Side who.centre's the? base. T is for Japar and 'A' is for the 
Allies. 

Iron: Amount of iron at base. Iron is transported to the Home Port 
depending on the number of Freighters at the base. Once transport¬ 
ed, iron will then be known as Materials and contribute to the 
national resource supply 

Oil: Amount of oil hold at base. Extracted c I will bo added to the 
uel supply every day. Oil is transported to the Home Port depend¬ 
ing on the number of freighters at the base. Once transported, the 
national fuel supply will mcrease. 

ind (industry): Industna power at base. Depending on a base's 
ndustry strength, the budget wil be adjusted accordingly in trie 
beginning of each month. If you occupy a base with a high industre 
al level, your budget funds will increase 
R&S (Sepa r 3 Supply): Ability of a base to Fix and Supply warships 
For the most part, with ire exception of inner land areas, all bases 
have supply ability Total repairs and modifications can be made 
only at the Home Port Others ports ace to make repairs can only 
execute emergency repairs. 

Sc. pply ability Re P^ Ir utility 

Frnd (Friendliness) Citizen support lor your military, As friendliness 
decreases, orders will not be followed easily Citizens may engage in 
guerrilla raids and attack base soldiers at low support evels. 

Through Base Policy or MIL support will lower with the seizure of 
materials and increase when treatment of Citizens is improved with 
Compensation or increased Food Rations. Friendliness will also 
lower when enemy special forces agitate the citizens of the base. 











EnM n {Er emy Men) E nemy battal or is a t base. Wher r enemy sc j 
diers enters town or village and trie base endurance level is 0, the 
base wi I fall ntg enemy bands 

Pop (Population): Base population. A large population will increase 
the number cf people available to fill military requests for sobers. 

End (e ndura nee ■ Ability of base to withstand enemy attacks, r he 
endurance level decreases each time port facilit es. the town, v I- 
lages. or factories, are h t by enemy fine. Th e endurance level wrll 
decrease also when you mprove the.conditions of the citizens with 
Compensation or increased food Rations through Base Policy or 
MIL When ootO trie endurance level and number of soldiers reaches 
D, a no invasion troops force then way into either the town or a vi 
lags, a base will fall into new hands. 

A low endurance mvel will be built up between battle turns when 
defending soldiers remain on base. Materials will be expended. 

Arms: Armory attack strength for base defense each set of guns 
has an attacking strength of 10 This strength nay be built up when 
defending soldiers remain or- base. Materials will be expended. 

When citizens, receive Compensation for labor or when enemy special 
forces sabotage armaments, the base attack strength will decrease. 


NOTE: 1 

ii 

Base has enemy scout reports 

|| 

1 

Horne Port base 


■ Base Resources 

Resources include: Soldiers, Materials and Fuel. Through ORD-Base, 
selection of a base and then Supply, you may supply bases with these 
items from the National Resources stockpiled at the I lome Fort. 

Mtrl [Materials): Supply of materials. Maximum 9,993. 

Materials may be used to build up Endurance and Arms levels and 
are used in executing repairs. 


Sidr {Soldiers): Battalions of soldiers if the base is attacked, these 
soldiers wi! par tic pate in battle. Norma ly a few batta ions .ire kept 
in reserve. 

Fuel: Supply of fuel and'food Maximum 300,000. 
fuel is expended 'when supplying warships and land-based 
squadrons The Fuel supply wifi decease when Food Rations are 
increased and when feel tanks a f e attacked or sabotaged 

■ Base Transports 

irp transports are used to transfer National Resources from the Home 
Port to outlying bases and to transfer Base Resources from bases to the 
Home Fort. There are two types of transports Troop Transports and 
: e ghters. The transfer of materials increases with the number of trans¬ 
ports, 

Tntp (Transport): Number of Troop Transports at base. Each Troop 
l ransport may ho ld as many as 10 battalions of sc diers for the 
transfer to oases. 

Frgl {Freighter): Number of Freighters at base. Both feel and mate¬ 
rials are transported on Freighter. Each Freighter may hold a 
maximum of 4000 barrets of Fuel and 10 containers of Materials. 
Days: Number of days required to transfer supplies. The time peri¬ 
od will be shown after executing a Supply command. The length of 
time is determined by the distance from the case to the Home Fort 
Ounng this time, no resupplying can he done, 

■ Military Strength 

here are six elements to this Military Strength: Fighters (Fgtr), Bombers 
I'Bmbr); Scouts (Scout); Jet Fighters (Jot fgu), Rockets (Rckt) and Long- 
range Bombers (LBomb). Transferring these planes to bases from the 
Home Port will strengthen base military strength. 


Jet Fighters, Rockets and Long-range Bombers Can be 
developed only by bases w^h the required skill to produce them 
An exception is when an Allied nation presents them to your 
nation asa diptotnatic offering 



rr...: r. ft* 































FLEET DATA 

Al the main menu, this anfo will be cl splayed for either the *1 Flee' or 
fleets mating a port call. Use 0R0-Fleet to view Fuel, Morale. Fatigue 
levels and the Fleet Commander n.ime for other fleets. Press the L/R 
Buttons to view a fleet's miss:on, uresern ponton and destination goal, 
sr rxt a fleet for more data. See Main Screen Operations for the 
explanation of other icons 

Ffagship (Flagj : in mainstay of the fleet. The Flags-:ip rtarrie ak -ilg 
with its warship dass wil be displayed The Fleet Commander boards 
this ship and issues orders to other ships from this fleer. If the Flagship 
is sunk, crew Morale will decrease dramatically. 

Position iPos) I he present position of your fleet It at sea, coordinates 
will be listed If at port, the name of the port will be displayed : he des¬ 
tination wiil also be displayed The most extreme coordinates are :D-D) 
m the northwest and (3339- 1 919) in the southeast 


| | fleet present position 



Fleet destination goal 


Speed :Spd;: The current cruising speed of your fleet Your maximum 
speed is displayed in parentheses. Transport ships will slow the move¬ 
ment of an entire fleet down to a maximum of 20 knots. Fleet 
movement ts limited by the speeded the slowest moving skip Faster 
spends w ll get you to a location quicker, but will consume fuel at a 
faster rate. 


Fuel' Amount of fuel loaded upon the warships. A percentage num¬ 
ber is shown to represent at what dipaoty the tank is filled. The actual 
gallons of fuel is displayed in parentheses. When fuel percentage 
reaches C. you have run out fuel and will not bo able to move voluntar¬ 
ily. However, it is possible fee you to drift with currents. 


Fighters 

Bombers 

Scouts 

Soldiers 


} Displays how many of 
these war resources are 
boarded on the warships 
for future batt-es. 



Morale: C new happiness and support towards the war of fort. 
Maximum is 99. 

Mora e will ncreasewifh me sinking of an enemy Flagship and occupa¬ 
tion of an enemy base. H gh McmY: increases hit accuracy and 
discovery of enemy fleets, and decreases me time r eeded to prepare 
for attacks. Morale will decease with the sink ng of your Flagship, the 
oss of a base, high Fatigue or an attack upon one of your Homeland 
bases; 



Crew Morale 


Fatigue: Fatigue level of the crew Max. mum is 99 Fatigue ri ses gradu¬ 
ally os you cruise through the waters and jumps significantly when 
nvolved in battle. After Fatigue goes beyond 60, Morale decreases. 

High Fatigue will increase the amount of time required to prepare for 
stacks and decrease your ability to detect enemy -Heats When the fuel 
evel falls to 0 and Fatigue reaches the maximum of 99, the fleet is 
effectively destroyed. 

io lower Fatigue, you may either make a port cal! and give your crew 
Shore Leave or present the crew with a Banquet at tea. Depending 
upon the selected length of time, rest at sea will lower Fatigue as well 


jp’jj Crew Fatigue 

Transports: Number of transport ships assigned to a fleet A fleet with 
transports will rot be able to travel ‘asles than 20 knots. 


Other: Th 3 informal ion is shown when viewing a fleet summary. 
Resupplying Under Repair 




Shore Leave 


Epidemic Outbreak 



Scout Report 
























WARSHIP DATA 

View information on ear h Heel i-rough ORD-FEeet Select a fleet and 
'her Ships- 

Class: Wars p Glass Graph cs differentiate ihe seven classes of sh ps 
and any new-type warships which were developed. See WARSHIPS for 
more information. 

Name: Name of warship. 

Post: : :eet number to wh ch the warsh. p is assigned. Warsh ps ,ire¬ 
arranged nto ary of the St-#16 fleets. If a ship is not assigned to a 
b-eet, nothing is displayed 

> Warship Condition 

Measures warship ability to fight in battles. Attacks will worsen this 
ability, out repairs ano modifications will restore a ski p. 

Anti-ship: Attack strength against enemy fleets. 

Anti-air: Attach strength against enemy planes, 

Fort (Fortitude;: Armor strength to withstand damage. When this evel 
reaches 0, Me ship is sunk 

5pd (Speed): Maximum speed. For Destroyers wh.t h have a spriori 
above 30 knots and other ships with a speed above 36 knots, it is pos¬ 
sible- to move 2 hexes at a time Warship speed will decrease when hit 
by enemy attar k When speed falls to 0. the ship will be immobile and 
cause the movement of its fleet to come to a halt. A ship with 0 speed 
should be separated from she rest of if n fleet in order to allow the fleet 
to move, 

■ Cargo 

Herns loaded on the ships 

Load: Told number of planes and Rockets loaded on a ship Fleet and 
L ght Aircraft Carriers, Dreadnought Battleships, Hattiesh ps, C ruisers 
and new-type Submarines ail have the ability to hold planes Aircraft 
earners can he 0 Ficpters, Bombers, Rockets and Scouts. Battleships 
and Cruisers may hold only Scouts or Rockets and new-type 
Submarines may hold on y Scouts 


Fgtr (Fighters}: Fighters loaded on a warship. If a carrier is modified, >K 
an hold newly developed Jet Fighters. The number of Jet Fighters will 
be added to other Fighters already boarded 

Bin hr (Bombers): Bombers gr fio: Lets loaded on a warsh ip il you mod- 
y Aircraft Carriers, Battlesh ps or Cruisers, you can load Rockets. An 
Aircraft Carrier modified to bold Rockets will no longer be able to carry 
Bombers. 

Scout: Planes used for reconnaissance missions. Ships modified to ho d 
Rockets will no onger be able to hold Scout pianes. 

51 dr (Soldiers); land ng nvasion trriopS. Battel onsable to board a ship 
Jepends on the warship class. So diers maybe loaded onto all warship 
lasses except tor Destroyers and Submarines 

Arm: In oidei to place iet Fighters and Rockets on a warsh p, modifies- 
ons must be made, 
i i | Warship mod ; i<?d for Jet Fighters 
■:j Warship modified tor Rockets 
R] Warship modified toi both Jet Fighters and Rockets 
i Crew Abilities 

Si ice the operations of the ship are n the hands of the crew, it is 
mportant for them to be trained lliis in: hides the navigators, engine 
aom operators, naval ’run and the carrier plane pilots. Any newly built 
vursnip will have a 0 Ship and a 0 F-y skill level. 

Sh i p: Abili ty to lire wa i ship or til e y an d ex' ngu sh ship fi res 
Maximum is 99 Ship skill will increase depending on warship battle 
ixperienoe and training Repairs 0 r irnddifications will lower this ski I as 
the crew will be ess temil ,i-r with new equipment. 

Fly: Atr lity to execute plane attacks. Maximum is 99. Fly ski! will 
increase depending on a i attack experience and training. The loading 
of new p anes will lower th ability 

Luck; Luck of vour crew and warship Good luck vv.ll decrease your 
chances of being hit white bad uck will ncrease your chances of net 
■mg hit, 
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VIEWING IHE l/ATA 








■ New Armament Icon 

Rdr (Search Radar): A iarge cwculaf icon under Rdr wil md cat? that a 
warship is equipped with Search Radar Iq cqu p h warship with Search 
Radar, Total Repa r must be dor?. 

Seek (Gunnery Radar) A large circular xon under Seek will ind cate 
that a warship is equipped with Gunnery Radar. To equip a warship 
w>th Gunnery Radar, Total Repair must be done, 

■ Transport Ship Data 

View transport ships through ORD-Fieet, select a fleet and then Trans 
Type; indicates whether the transport is a Troop Transport or 
Freighter. 

Soldier: Sold rr ha ltd ions boarded on a Troop Transport. Maximum is 

to battalions. 

fuel: Barrels of fuel loaded or a transport. Maximum is 1,000 Darrels 
for a Troop Transport and 6,000 barrels for a Freighter. 

DATA FOR OTHER LANDS 

To access the wartime alignment for a particular and, sole:! DATA¬ 
MINI You can view the information on the 13 nar ons besides Japan 
and the Allies (United States) The 13 nations included are Germany, 
Italy; England; France; Holland; China; Australia, Ir a lane; Inci a.: 
Sweden; Switzerland; the Soviet Union and B'32 ; i Holland and ngland 
are considered part of the Allied force ir PTQ 
Ally: 

View a nation's wartime alignment. A nation can enhei be allied w :h 
Japan iJ). the Allies (A) or Neutral (N). It is possible to gain an alliance 
with a country which is originally neutral. 

For Jpn, For Aik: 

Displays the Friendliness of each nation towards both Japan and the 
Allies. Requests for technology and armaments may come limn both 
Allied and Neutral nations, Friendliness towards you wil increase when 
you accept the requests and decrease when you refuse. 

Your request for ire hnology or armaments wi I be refried by allied 


rations whose Fnend mess towards you is low. High Friendliness wil 
allow you to conclude an alliance with a Neutral land Lower the 

■ riendliness of an enemy Allied land w tit the dispa tch of special forces 

Armaments and Skills 

Displays whether Rockets or Long-range Bombers have been developed 
arid each nation's skill levels. 

PTO VOCABULARY 

Base 

-n occupied port or inland area used for m litary purposes. Provides 
i.pply and repa i facilities for warships Iron ore and o I are transferred 
etween bases and the Home Port io maintain National and Base 
Resource supplies. Occupation of enemy bases is essan t a to win the 
lame 

Budget 

count of funds available for military investment each month, Alter 
locating funds at Set-Up, Budget indicates your side's military eapabiF 

■ es at the start of the game 

Flagship 

iie warship from which commands are issued for a fleet, [ho Naval 
ommanderend Fleei Commanders always board the Flagship of their 
net if a Flagship s nks r Morale will fall drastically and the Fleet 
ommander will, die with the sh p 

Fleet 

Arrangement of warships into a task force Both Japan and the Allies 
may have a maximum of 16 different f eets. A fleet consists of & maso¬ 
ns mi of 24 ships: 16 warsh ps. 4 " r oop Transports and A Freighters. 

Fleet Commander 

An officer delegated to command a fleet Strategy of the ceet will be 
ietermined by the abi itiesof the Fleet Commander. The Fleet 
Commander always boards the Flagship. 






Homeland 

Buses either part of tapan or the United Slates. Japanese Homeland 
bases die. Kure, Tokyo. Sasebo., Naha, Yokosuka, while United Stale's 
Homeland bases are: Hawaii. Los Angeles, San Francisco. Defense of 
these areas is crucial to the Morale of your military 

Horne Port 

Main nase for naval force. All Nation Resources are stockpiled here for 
supply of fleets and bases, t is only at your Home Port when you can 
build new ships and complete a Total Repair. When the tn - eet is at 
the Home Port, military objectives car be decided upon at a 
Conference if the enemy is able to occupy your Home Port, the new 
Home P or: will be selected from those remaining When there are no 
remaining ports, the game will end with you being the vanquished 
party. 

Key Battles 

3 military targets as defined by a conference between the land and 
nave forces of your s*de The Player can select these targets from 
Scenario 1 Oco.ip ed bases have to be defended and enemy bases 
attacked and occupied, rhe Naval Commander will be given a success 
raliug in fulfi I ntj these go? s after returning to thr Home Port 

national Resources 

Home Port supply of Fue. Mater als r Soldiers, Rockets. Warplar es and 
Transports These resources are transferred to bases for the support of 
forces throughout the Pacific. National Resources are a So used when 
Supplying fleets ?t the Horne Port, Each month, base Transports will 
bring, oil and iron to the Home Port and ncrense the Ntatorial supply 

Wavaf Commander 

Highest ranking naval of 1f seer who s also fleet Commander of die 
#1 F eei. The Naval Commander ssues commands to a maximum of 
16 fleets: supply fleets at port, select battle targets and direct battle 
operations. 

A Naval Commander suc cess rat ng is computed from the time you 
leave the Home Port (See Key Battles). If this success rating . suuY.an- 
tially tow, you will be relieved of your duties and the game vm'I end 



The Nava Commander ;s on tne Flagship of the tfl Fleet. If the #1 
; set is destroyed, you will go down with, the sinbng snip and the 
game will end. 

Officers 

Naval personnel under the authority of :ne Nerval Commander. Officers 
may be delegated to conferences or green the authority to command 
specific fleets as fleet Commanders In the Opening Set-Up., you set 
each officer's ability. 


STRATEGY HINTS 

Running Out of Fuel 

A fleet cannot move when it has a 0% fuel sufficiency. Carefully watch 
the fuel level when moving and if it's low, quickly make a pci: cal! at a 
friendly base for refueling.' if a fleet runs out of fue while at sea, tern- 
nun the closest fleet towards the direction of the stationary heel. 

•:rgugh ORO-Fleel, direct the rescue fleet towards the mmobile fleet 
with a Info Search mission, Once noth fleets are near contact., select 
ORO-Arrange-Formation at Sea-loin This will join ooih fleets together 
and tee! wil be divided between all ships. 

: ip: Make sure the rescue Feet f as a large amount of fuel when 
joining fleets together re help a stranded fleet with a Q% fuel 
sufficiency. 


WARNING: A O'Tli fuel level aid a Fatigue of 99 wall destroy the 
fleet. 


Fleet Can't Move 

if orders are given to a fleet with fuel and it doesn't move, the eaptena- 
t on most probably will be that repair or supply activities are being 
performed on certa n warship 5 within the fleet After those prepara¬ 
tions are finished, fleets with sufficient fuel will be a ole to move. In 
ruder to move your fleet from the base while repairs or supplying are 
being done, you may separate those ships being worked on from the 


- Artier 

* - • • 




fi 


STRATEGY HINTS 




















fleet and decal w thout them. i mss qm Le dor«r only at the Home Port 
through ORD-Arrange-Formation at Port-Discharge 

Epidemic Outbreak 

An epidemic is d rare occurrence, but it can dramatically affect war- 
sh-ps. Any fleet inflated with an epidemic will see Morale fall and 
Fatigue nse sgmfica-ntly. An epidemic > much more likely to appear 
after traveling through southern tropical areas. 

Immediately upon an outbreak, move the affected fleet towards vie 
nearest port. At port, give the crew Shore Leave. The base population 
w l : be exposed to the disease anc soldier strength will decrease i he 
epidemic icon: wii disappear after one day, but effected nckiduclsw-ll 
need many more days of rest to tolly recover from the sickness 

DESIGNER NOTES 

p.t.0 >s d collaborative effort between our Japanese and American 
developrnant teams. 11 was or sginotly des:gned in Japan irider the f \ame 
Tsitoku no Ketsudan. New development show a refinement in graph¬ 
ics, layout and ease of play 

0or goaf was to create a comprehensive WWjJ strategy game horn the 
perspective of a Nava! Commander. The rasjlt is a realistic simulation of 
the island battles in the Pact id. 

P.T.o is loaded w:h in for mas ion: a map covering the entire Pacific, SO 
accurate bases and over 250 h istorical warships in 7 classes. PI aye' 
rtsiponsibi ities ndude: budget allocation; command of air, land and 
sea batiks; and administration over conquered lands, 

Legal considerations necessitated the replacement of hislof ical oft rr- r 
names with vctiiiogs names. However, within the game ii is posable to 
change every officer's name on your side to your preference 

l hi. 1 Pacific War had far-reaching effects upon the people and countries 
of the world To maintain an objective view,, wo encourage additional 
reading to fully : understand the complexities of this time period 
Koei Dei/efopmenr Team 


90-DAY LIMITED WARRANTY 

Koei Corporation warrants to the or ginal consumer purchaser that tins 
game pak shall be free from defects n material and workmanship for a 
period of 90 days from date of purchase, IF a defect covered by this 
warranty occurs during this 90-day warranty period, Koei wil repair or 
replace trie game pak at its option, free of charge. 

To receive this warranty service: 

I Send m your Registration Card 

2. Save your sales receipt and the JPC code found on the game pack¬ 
aging, 

3. It your game is still covered under a store warranty, return the game 
pak to the store at which you purchased She game. 

4. if the game develops a problem requiring service during the 9C-day 
warranty period, and is not covered by a store warranty, notify Koe* 
Corp by calling the Technical Support Dept, at (415)343-0500, 
between the hours of 9 am to 4:45 p,m, Pacific Standard Time, 
Monday through Friday, 

5 If the Koe- Service Representative is unable to solve the problem by 
phone, you will be provided with a Return Authorization number. 
Simply recorc mis numarv prominently on the outs de packaging of 
your defective game pak, enclose your lame, address and phone 
number, and return the game pak, FREIGHT PREPAID AND INSURED 
FOR LOSS OR DAMAGE, together with your sates receipt or similar 
proof-of-pirchase (UPC code) with n me 90-day warranty period to: 

Koei Corporation 
One B-ay Plaza, Ste. 540 
1350 Bayshore Hwy. 

Burlingame, CA 94010, 











fhis warranty shall not apply if the game pas. has been damaged by 
negligence, acccent, unreasonable use, modification, tampering, or by 
other causes unrelated to defective materials or workmanship 

Service After Expiration of Warranty 

I 1 the game odk develops a problem requir ng service after the 90-day 
warranty period, you may contact the Koei Technical Support Dept, at 
the phone number noted previously. li the Koei Service Representative 
a uriah p to solve- the problem by phone, you may be provided with a 
Return Authorization number and asked to send the game pak to Koei 
for person.at inspection Record this number prominently on me Outside 
packaging of the defective game pak arid return the merchandise, 
FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to Koe w Eh 
a check or money order for 120, to cover repair or replacement, 
payable to Roe Corporation Koei reserves the right to change the 
post-warranty service fee and/or policy 










WAY OF THE NINJA 


You're o young ninja hungry for revenge against the rutfciess 
ruler who destroyed your homo village. Travel on loot or by 
bout to famous training grounds where you will learn 
Ninjutsu, the art of stealth fighting! Use your Hush; sword, 
throwing stars or even magic spells against vicious monsters 
inside Japan's treacherous dungeons. Victory will raise youi 
skill level and gold will be your reward! 


FEATURES: 1 prayer, historical rivalries, maps & characters,. 18 
dungeons, over 100 monsters, battery back-up to save gan 


gamest 415-348-uwu 




f he Three King! inns 

China's Fate is in Your Hands! 

The Second Stan Dynasty is crumbling! As a powerful ruler, 
from Chinas past, you are determined to beat your enemies. 
Destroy your opposition with brute force or wear them 
down with patience and cunning. Only you can determine 


You're ambitious and you strive for 
excellence. Your goal is to create a 
global airline network Competitive fares, ad 
campaigns arte special services will distinguish you from ‘he rest. 
Be aggressive and maintain superiority in the sloes. Airlines 
are your business. 


FEATURES ! 4 player*, 2 scr-rar-os, historical aircraft, 'C-aD-.t r 
business strategy, battery back-up- to save games. 


the late ot Chi'xi! 


FEATURES. 1-12 players, 0 scenarios, option to create your ocun 
character, mystic rciics. to Jiscower, battery back- up to save games. 





















































K0E1 CORPORATION 

.! 350 Beyahwe Hsgfiway. Suile 540 Budlngsma. CA *4010 


PM^ed m J. 








